Pen Spinning Olympics 2020 


Official Rulebook 


The Pen Spinning Olympics 2020 (PSO) is an individual tournament consisting of seven 
categories. Most categories (aestheticism, wipers, counters, two hands, power) have three 
rounds, although multi pen and stand up only have one. The tournament starts on 
September 20 and finishes on November 22, 2020. 


You can watch the PSO 18 combos here: https://penspinningolympics.wordpress.com/ 


Registration and managers 


Much like the Olympic Games, people compete individually but under a specific country’s 
banner. A country manager will be in charge of the spinner registration as well as of 
sending the videos for each round to the PSO organizers. The only exceptions to the country 
rule are the following: 
- Due to their longstanding history in penspinning, Hong Kong and Taiwan are allowed 
to register separately from mainland China. 
- Spinners without a national community are allowed to register under the umbrella of 
UPSB, with one common manager (Padrace) for ease of organization. 


There is a limit of spinners per country and per category, adjusted as follows: 


Japan, mainland China, France 5 
International/UPSB 4 
Other countries 3 


Note: Since there are seven different categories, a country like France can send up to 35 
different spinners while less active ones like the Philippines can only send 21 at most. 





- Any spinner can participate in up to two categories. 

- Countries don’t have to fill all slots. 

- If acountry wants to send more spinners than the limit, they can do so in the form of 
wildcards. Wildcard applications need to come with one video showing what the 
spinner can do (for example, one of his CV submissions or past tournament 
participation entries). The PSO committee will then accept or reject them depending 
on their level and the number of competitors. 

- Managers should ensure that the level of their participants is on par with the level of 
the tournament. You can see the PSO 2018 combos for reference. 

- Managers are allowed to be participants and/or judges, but be aware that no one 
can judge a category where they participate. 


Schedule 


All deadlines are until 23:59 PDT (GMT-7) of the stated day. 
It is recommended to do the spinner registration and video submission some time in 
advance, to avoid penalties for tardiness. 


Aestheticism 


Wipers 
Counters Multi pen Stand up 
Two hands 
Power 
September 20 = ——————-—_-—-— Country signup ———-——-—_—_-—_-— 
October 4 R1 videos 
October 11 R1 results 
October 25 R2 videos R1 videos 
November 1 R2 results R1 results 
November 15 R3 videos R1 videos 
November 22 R3 results R1 results 


Tournament structure 


There are seven categories (aestheticism, wipers, counters, two hands, power, multi pen 
and standup). Each category will have three rounds, except for multi pen and stand up 
which will only have one round. 


- For the 1-round categories 


For multi pen and stand up, the winner will be decided in battle royale fashion. 


: For the 3-round categories 

Round 1 

The spinners in each category will all compete in one big battle royale. If there are enough 
competitors (12 or more, the top 8 will advance). If not, the top 5 will advance. 


Round 2 


Round 2 will feature the top spinners from Round 1, again in a battle royale. Only the two 
best will advance to Round 3 for the finals. 


Round 3 


The final match will always be a 1v1 battle. 


Video submissions 


- The combos must be done for the participant and they can’t be former submissions 
or exact copies of previous videos. 

- The combo must last between 10 and 30 seconds. This doesn’t take into account 
any extra time where the pen isn’t spun. 

- The videos must be submitted by the manager before the deadline. 

- All videos have to be uploaded to YouTube by either the participants or the manager. 

- Attaching a slow motion is welcome but not required. 

- Videos must not be edited to alter the spinning. (e.g. modifying the speed, adding 
transitions, joining different takes, zooming mid-combo are all forbidden). 

- Cropping, trimming the video length and adjusting brightness or other settings for 
correct visibility is allowed and encouraged. 


Penalties 


1.- Cheating 
This will always result in a disqualification from this and future tournaments. Actions that 
are considered cheating are: 

- Editing the video to alter the spinning. 

- Asking a different spinner to film the combo in the participant’s place. 


Serious unsportsmanlike conduct or other acts of cheating can also lead to an official 
warning, and to disqualification if repeated. 


2.- Tardiness 
Participants are required to send in due time, as stated in the Schedule section. 


Any late submission -2 points 


For each hour sent after the deadline additional -0.5 points/hour 


Exception: a delay of up to 2 days can be considered for the final match (1v1) if it is well 
justified and both participants agree. 


3.- Off-theme combos 

The requirements for the combos submitted to each category are stated in the Themes 
section. There is an indirect penalty for slightly off-theme combos: material that is clearly 
off-theme will not be taken into account by judges, which results in a loss of points. 
However, if a judge considers that a combo is totally off-theme, he is allowed to give 
no points to that submission. 


4.- Non-compliant combo length 

The combo length must be between 10 and 30 seconds for all categories except for 
standup. The time limit for standup is between 15 and 45 seconds. This doesn’t take 
into account any extra time where the pen isn’t spun. The penalties for not complying 
are: 


for each 0.5 seconds differing from the time limits -2 points 


5.- Presentation 
While the setup doesn’t have to be perfect, it should be enough to allow other people to 
see the combo correctly. This includes, but isn’t limited to: 
- Enough resolution. We encourage videos being 480p or above. 
- Correct frames per second. YouTube only parses 30 and 60 fps so other frame 
rates (like 25 fps) result in odd-looking videos and conversion artifacts. 
- Steady camera. However, non-steady camera (handcam) can be okay in some 
cases, as you can see in https://www.youtube.com/watch?v=ixhVMBpeD5Q 
- Well lit area. Too much or too little light can make the tricks hard to see. 
- Good focus. No refocusing nor excessive blurriness. 
Judges are asked not to be strict with the setups, although up to 4 points may be 
deducted. 


6.- Pen choice 
Spinning non-conventional mods isn’t allowed in any category. This includes: 
- Three-sided mods or other shapes 
- Use of magnets 
- Mods that are too long (clearly above 30 cm) are not allowed, neither are 
sticks from devilstick or contact staff. 
If a video uses these kinds of pens, it will receive no points. 


Using suboptimal mods, like unmodded dr. grip for power, will not be rewarded by the 
judges. 


Categories 


Aestheticism 

The aim of this theme is to show the beauty of penspinning. It is all about the visual 
effect of both pen and hand. Combos should show a refined execution, good and varied 
pacing, and ideally flawless control. 

Elegance is a category-specific criteria and takes into account many aspects that aren't 
usually evaluated in execution for the other categories (see the criteria definitions). 

For this category, the angle and other aspects of the setup will be taken more into 
account than for the other categories. 


While the use of single sided mods is common in this category, it is not mandatory and a 
combo with a symmetrical mod could place just as high. 


Execution Elegance Originality Structure Total 
/10 /10 /10 /10 /40 
Reference videos: 
Eban for Japen 9th https://www.youtube.com/watch?v=Hm528zPdukc 
hash for Anone https://www.youtube.com/watch?v=Jt5fMy3Y7u0 
VAIN for DatF https://www.youtube.com/watch?v=5e10VCNUY7E 
Nk for Japen 15th https://www.youtube.com/watch?v=ShDyYY6X8Mg?t=96 
Drowsy for WT19 R4 https://www.youtube.com/watch?v=yT6YW8ldvp0 
Two hands 


Competitors in this category are tasked with spinning with both hands at the same time. 
This includes transfers from one hand to another and spinning one pen with both hands 
at the same time. The use of more than one pen per hand is allowed as long as there 
are enough transfers and 2h-exclusive links. Please note that relatively long 1p1h 
sections will not be judged. Originality, execution and difficulty will focus on the 1p2h 
spinning and thus there is no need for a category-specific criteria. 


Originality Execution Difficulty Structure Total 
/10 /10 /10 /10 /40 
Reference videos: 
i.suk for PSO 18 R3 https://www.youtube.com/watch?v=Vz34FaqQOPU 
i.suk for WT19 R6 https://www.youtube.com/watch?v=1fEPVKx-_ck 
Laku for WC20 R2 https://www.youtube.com/watch?v=ci6Cl-oakRc 


oZone for Japen 15th https://www.youtube.com/watch?v=Zpi51SuljF8 


Power 

This category is mainly focused on powertricks (fingerless tricks). While non-fingerless 
linkages can be used, the main focus of the combo will be powertricks. 

Density is a category-specific criterion that rewards intricate combos without room to 
rest. Poor density is fingerless tricks separated by easy tricks; good density is a complex 
alignment of powertricks. For more details, see the criteria definitions. 


Difficulty Execution Originality Density Structure Total 
/10 /10 /10 /5 [5 /40 

Reference videos: 
i.suk for WT19 R4 https://www.youtube.com/watch?v=5-4DL04DgiA 
Menowa’ for WT15 R3 https://www.youtube.com/watch?v=lqzp0OLpQKVQ 
Mond for WC20 R2 https://www.youtube.com/watch?v=kTLus1MIs9U 
Ketain for WT19 R1 https://www.youtube.com/watch?v=1jJW2AmMQ4xE 
Wipers 


For this category, most of the combo must be comprised of wipers, related tricks (e.g. 
cardioids) or wiper-heavy linkages. An example of a wiper-heavy linkage is inverse sonic 
23-13 ~ wiper reverse 13 > pass 13-34. While non-wiper tricks can be used, the main 
focus of the combo must be wipers. Thus, note that relatively long non-wiper 
sections will be ignored by judges. Beyond those simple examples, what counts as 
wipers is left to the judges’ appreciation. 


Originality, execution and difficulty will focus on the wipers and thus there is no need for 
a category-specific criteria. 


Originality Execution Difficulty Structure Total 
/10 /10 /10 /10 /40 
Reference videos: 
wla for WC20 R3 https://www.youtube.com/watch?v=GdmOn8Zd4SY 
fukrou for WC20 R4 https://www.youtube.com/watch?v=3UBxFnM-PFU 
Beige for DAtF https://www.youtube.com/watch?v=ZKiLj2EvQyQ 


fel2fram for WC12 R4 https://www.youtube.com/watch?v=_UfMiEFAhvc 


Counters 

Counters are fingerless direction changes, usually done via a rapid movement of the 
wrist. While a high number of counters and taps are required, no requirement will be 
strictly enforced. You can see the reference videos for good examples. In this case, 
originality will mainly focus on how creatively were the taps and counters done, arranged 
and executed, while originality for non-tap material will not be taken into account. 


Originality Execution Difficulty Structure Total 
/15 /10 /10 {5 /40 
Reference videos: 
DArKT for WT19 R2 https://www.youtube.com/watch?v=3rxFau39OMY 
vampire https://www.youtube.com/watch?v=zpADr2rHOor4 
ponkotu https://www.youtube.com/watch?v=TeKA6FVv1yE&start=96 
Gunter for WC20 R2 https://www.youtube.com/watch? v=OMmL1Qldutl 


Multi Pen (1-round category) 

Spinning more than one pen in one hand (2P1H, 3P1H etc) is the focus of this category. 
Treating the second pen as an extra finger and using it creatively, as well as moving 
both pens simultaneously is the objective. Since the category is still very 
underdeveloped, we don’t expect high difficulty nor execution, but we want to see how 
creative you can get and how you can structure a combo with the limitations of using 
multiple pens. 


Originality Structure Difficulty Execution Total 


/15 /10 /10 [5 /40 
Reference videos: 
Gollumsk8 for WT19 R5 https://www.youtube.com/watch?v=11D8Pk90Eil 


Stand up (1-round category) 

Remember that the time limit on this category is 15 to 45 seconds. 

Stand up doesn’t mean to spin a pen while standing up, but doing more of a 
performance. You can use (although it’s not totally required) other parts of your body 
aside from your two hands, see the reference videos for help. 

Showmanship is a category-specific criteria, which is similar to execution but takes into 
account the body positioning and places less emphasis on refinement and finger 
movements. Be as creative as you can and make a show! 


Originality Structure Showmanship Difficulty Total 


Ma /10 /10 /5 /40 
Reference videos: 
Menowa* for Japen 15th —_—ihttps://www.youtube.com/watch? v=dMFDmhMwAb4 
ponkotu for DAtF https://twitter.com/pokotun/status/1287007362188890113 
Haro for WC20 R1 https://www.youtube.com/watch?v=mVmyl29fb2g 


Criteria definitions 


While the names are self-explanatory, it is useful for the judges and for some participants to 

have more detailed descriptions of each criteria. Note that they have been divided in general 
and category-specific, depending on their usage. Most category-specific criteria are versions 
or variants of the general ones to better fit their desired categories. 


General criteria 


Execution 

Execution refers to the smoothness and control of the entire combo. It also refers to the 
pace/flow of the combo along with the quality of the tricks executed. Judges should 
examine how well the spinner’s smoothness, control, fluidity, pacing, and finger 
placements contribute to the overall mastery of the combo. 


Originality 

While completely new tricks and linkages can contribute to originality, those are more 
and more scarce. So in this criterion the distinctiveness of the performed techniques with 
respect to other spinners in its category and in pen spinning in general will be taken into 
account, as well as the realization of new material with respect to the older combos of 
the spinner in question, to a lesser extent. 


Difficulty 
Difficulty takes into account the degree of skill and ability required to perform a certain 


combo. It can evaluate many elements such as the difficulty of individual tricks as well as 
subtler technical variations that require a high level of dexterity. Both density (increasing 
the difficulty of a combo not by increasing the individual trick difficulty but by 
hybridization and removing extra rotations and filler tricks) and endurance (increasing 
the difficulty of a combo by adding more material and thus making it longer) can be 
taken into account here. 


Structure 

Structure refers to how each trick and/or linkage was placed in the combo. Did the 
spinner use a homogeneous or highlight structure? Has this enhanced the look of it or 
the contrary? Do the off-theme tricks/linkages contribute positively to highlight the 
on-theme elements, or not? Are the highlights well integrated in the combo? 


Category-specific criteria 


Elegance (for the Aestheticism category) 

In this criteria the refinement of each trick is evaluated: the movement (or the lack of) of 
the hand and fingers, the use of colors in the mod and background to reinforce a 
particular aesthetic, intelligent use of angles to enhance the looks of the hand depending 
on the trick choices. If the judge considers that the use of a particular type of mod (mx, 
asymmetric, symmetric) has contributed positively or negatively (mod too long or thick) 
to the aesthetic of the combo, here it can be quantified. 


Density (for the Power category) 

While density is an essential component of difficulty in any combo, it is critical in power 
combos. Power combos have a history of using hard and flashy highlights, but not linking 
them well together. Since in this category, it is especially easy to increase the difficulty by 
making combos longer, it is important to reward tight and dense combos. Good density 
grades should reward combos with good hybridization, with few filler linkages and little room 
for error. 


Showmanship (for the Stand Up category) 

During a Stand Up combo, usual execution criteria like finger positioning, controlled hand 
movements etc stop being as useful. The criterion of showmanship is introduced to solve 
this issue. Good showmanship grades go to combos featuring flashy tricks, good visuals, 
interesting use of the whole body and possibly other things 


Judges 


Various knowledgeable spinners will judge the tournament, giving scores to the combos 
and thus deciding which spinners advance to the following rounds. 

- Judges can’t participate in a category that they’re judging. Judging different 
categories is allowed. 

- Judges may judge combos from spinners of their same country. They are 
required to be objective and not to bias the results based on the country of origin 
of the spinner. If a judge is suspected of skewing the results to favour spinners of 
their country, the PSO committee will act accordingly. 

- Judges shall send their results on time. In case of lateness, the PSO committee 
will consider publishing that round’s results without the contribution of that judge. 

- Comments have to be included for each combo, since those will explain possibly 
unexpected scores. 

- Judges have to give scores based on the criteria given in this rulebook. 
Exception: If the R1 of any category has too many combos, the PSO committee 
may decide that it’s better not to give scores for that round and instead just rank 
the combos. However, this is something that can’t be decided by the judge alone. 


Judging scales 


- The scale with which a judge evaluates each combo for each criteria isn’t given here, 
and the judge should figure that for himself. A 10/10 doesn’t mean that the combo is 
perfect, nor a 0/10 that it’s worthless. The judge should balance both ends depending 
on their expectations for this tournament as an experienced spinner. 

- Note that this scale doesn’t have to be consistent through rounds nor through groups 
nor categories, just when combos are being directly compared (i.e. same group, 
round and category). 


Compiling judge results 


- For the 3-round categories 


Round 1 and Round 2 

Let’s say that a category has 20 participants. Each judge will score the 20 combos. Those 
combos are then ranked from best to worst. Points will be given to each combo in the 
following way: 


For a 20-spinner category 
1st 2nd 3rd 4th 5th 


20 points 19 points 18 point 17 points 16 points 


If a judge gave the same amount of points to two combos, those will then be given the same 
amount of points. All of the points given by each judge will be added. The top spinners 
(either 5 or 8, depending on the amount of participants, see Tournament Structure) will then 
advance. 


If after adding all the points from all the judges there is a draw, tiebreakers will be applied: 
- 1st tiebreaker: The combo which was included by more judges in their top (in this 
case, top 8), advances 
- 2nd tiebreaker: The combo which won the head-to-head matchup advances. 
- 3rd tiebreaker: Judges will deliberate and vote to solve the tie. 


Round 3 
Since it’s a 1v1 match, we can just count which one was given the win more times by the 
judges. There could be a tie (for example, if the number of judges is even, or if it's odd but 
one doesn’t send). In that case, the tiebreakers are: 
- 1st tiebreaker: Exclude wins given by judges from the same country. 
- 2nd tiebreaker: The points given to each combo by each judge are added. The 
combo which got more points wins. 


- 3rd tiebreaker: Judges will deliberate and vote to solve the tie. 


- For the 1-round categories 
The compiling system will be the same as for R1 and R2 of the 3-round categories. 


Prizes 


To be announced. The tournament is sponsored by Nope, Pensfactory and Spiloops. 


